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CHECK PINOCHLE

a. If any of the first three players bids without a mar-
riage, his side scores nothing for melds or checks, but scores
for cards, and the deal is played out at the final con-
tract. Nonoffending side scores everything it makes.

6. If a player renegs (revokes), the usual penalty is to
turn the improperly played trick and all subsequent tricks
over to nonoffenders. But many play that if offender is a
member of the declarer's side, his side has automatically
gone bate (failed to fulfill its contract). In informal play a
rule similar to one in bridge is invoked : The cards in the
improper trick are replayed and nonoffending side is given

tricks by offender's side.

Informative bidding conventions are coming into general
use, as follows : 210 shows about 100 meld points but no
powerful suit; 220, the same in melds as the foregoing, but
a good suit; 260 shows 4 aces in melds; 270 shows a flush,

Partner's responses to an opening bid: 210 to show some
assisting strength; 220 to show that bidder wishes to name
a trump suit of his own; 260 to show 4 aces, as does 310,
which promises additional strength.

Some use the following check awards for bids: 200 to 240,
3 checks; with 6 checks for the next 50 points; 10 for the
next 50 after that; and then rising by 5 for every subsequent
50.

The award for game is 10 checks, and there is 1 check
additional for every hundred points difference between
winners* and losers' final scores.

Some also use a vulnerability feature. Until a side scores
600 points, it is nonvulnerable and, if defeated in a bid,
is merely set back and scores no checks. After a side reaches
600, it is vulnerable, and the regular double-check bate
applies.
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